Dark Frontier 



After succeeding ¡n Spain, you have got in your hands a sample of “Dark Frontier: 
The Card Game”, ready to jump to rest of the world through Kickstarter. 

The development team of Dark Frontier has been working for more than three 
years to achieve an unique card game, in which you will find: 

- The Campaign Manual. A 252 pages book with the history of Dark Frontier, the 
backstory of our six factions, three thousand years of human history, a póster of 
the galaxy, and three complete ways for playing Dark Frontier. All this content 
can be downloaded for free on PDF! 

- Three playing modes for competitive and casual players: 

Through Campaign Mode you will experience the history of Dark Frontier in 
more than thirty replayable scenarios, both solo or versus another player. 

In Duel Mode, normal or narrative, you will confront your friends or tournament 
enemies to obtain victory through conquest or destruction of a planet. 

In Multiplayer Mode, you will enjoy frenzied games or political discussions for 
three players or more. This mode can also be played against the Al as a team. 

- Six different victory or defeat conditions. Colonize the galaxy, gather crystals, 
destroy either enemy’s spaceship or planet, or make your opponents abandon 
their mission. 

- A140 pages graphic novel, tying the history of this first Dark Frontier set with the 
upcoming mini set, whose development is already finished and will be released 
for free during the next campaign. 

The boxset content is designed to be halfway between a TCG and a LCG: is a 
collectible game without any random boosters. Boxsets contain all game cards, 
thus eliminating chance and extra costs for the player. 

We will begin the Kickstarter campaign in a few weeks, between January and 
March. Here is your chance to try the game, we would love to know about your 
first impressions! 


Starting a game 



This is a really really really short rulebook, made in purpouse to explain exactly what 
you need to know to play this boxset of Dark Frontier. 

We hope you enjoy it and want to know more about the entire game. 
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ORDERS DECK 


SPACESHIP 


ARMY DECK 




COLONIZATION AREA 


CRYSTAL MARKER 


DISCARD PILE 


HAND 


DISCARD PILE 


FIELD AREA 


Symbols 

(•) - These are the Colonizaron Points. (•) are needed to win by Colonizaron. You will find 
more info of winning by Colonizaron in the card named Bunker and the next page. 

(O) - These are the Structure Points. (O) are what your Spaceship, Building or Improvement 
resists before being destroyed. 

(<•>) - This represents Crystal. The (<!>) is needed to pay the Crystal Costs of cards and abilities 
in Dark Frontier. 


Ways to end the game 

Destruction - If your Spaceship (in this boxset , your Bunker ) is destroyed (a card is destroyed 
when its O or its Life Points become zero or less ), you lose the game. 

Colonízatíon - If you start a turn with 40 • or more in your Colonizaron Area (10 • in this 
boxset ) and a Bunker in the field, you win the game. 

Abandonment - If you can't draw a card from any of your Decks in the Drawing Phase, you 
lose the game ( ifyou can draw from one ofyour Decks, draw just 1 card from that Deck). 


Parts of a card 



N 

All the cards in your Decks have this area in common: 

- On the left you will find the set number of the card, followed by 
the ammount of cards in that set. 

- On the center lies the Crystal Cost (*•>) that you must generate 
to play that card. 

- On the right, the ñame of the illustrator of that card. 
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| - On the top of each card we will find its ñame, and inmediately under it, the Type of 
I the card on the left and the Subtype of the card on the right. 


i: 


On Improvements and certain Buildings, this will be the place 
where we find the starting O of that card. 





puedes buscaren tu Majo deE^Ulfotro Aguijoneador 
de Mucosa, mostrarioj^^fflo en tu inano. Entonces, | 


Aguijoneador de 


Mucosa 


Insecto Zrug 


- This is the Faction Symbol. A card belongs to your 
Faction if shares Faction Symbol with your Spaceship. 

I ... ■ ■ I MI ■■ I ■■■■■■■■■ ^ 


On Troops, this will be the place where we find the ammount of 
that generates when we hire them. 
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- Attack Points of the Troop. They represent the damage the 
Troop does to other cards. 

- Life Points of the Troop. They represent the wounds a Troop 
can get before being destroyed. 

















































































Parts of a turn 



Each player plays his or her whole turn. Then, the player placed on the right of that 
player plays his or her whole turn, and so on. You can end your Spaceship Phase, your 
Ranged Phase, your Assault Phase or your Hiring Phase just saying "I do nothing”. 


0 


0 

0 

0 


0 

0 


Activation Phase: actívate all your cards. 

Draw Phase: draw a card from each of your Decks. Restore the Crystal Marker 
on your Spaceship, if it doesn't have it. 

Spaceship Phase: do any of the following actions in any order: 

Play Buildings (enter the field deactivated) 

Play Actions and Reactions (any ammount you want) 

Attach an Equipment to a Troop or an Improvement to your Spaceship (any 
ammount you want) 

Ranged Phase: shoot with your cards to any target with O or Life Points. 
Assault Phase: assault your opponents with your Troops. 

Hiring Phase: do any of the following actions in any order: 

Play Buildings (enter the field deactivated) 

Play Actions and Reactions (any ammount you want) 

Hire a Troop (enters the field activated) 

Attach an Equipment to a Troop or an Improvement to your Spaceship (any 
ammount you want) 

Discard Phase: if you have more than 7 cards, discard until having 7. Ater fhat, 
your turn ends. 


Paying costs 

To play cards in Dark Frontier and use some of their abilities you will need 
generate <!> to pay its costs. At the centered bottom of the cards are its Crystal 
Cost. This is the valué of <!> that you will need to generate to play those cards. 


Almost every Building have an abilities that lets you deactivate them to generate 
<l>. Read them all and check which ones do you like more. Your Spaceship can also 
generate <!>. To generate <l> with your Spaceship, remove the Crystal Marker and 
generate as many <!> as the Spaceship's Crystal Valué. 



When you pay a cost, you can combine any ammount of Buildings and Spaceships 
to generate it> and combine all the <!> generated. But, if you generate more il> than 
needed, you can't save it to pay another cost. This extra i!> is lost. 



There are two variations when paying a Crystal Cost: Reducíng Costs and Increasíng 
Costs. 

Reducíng Costs: when you play a card that is from your Faction (a card is from 
your Faction if shares Faction Symbol with your Spaceship), you may reduce its 
Crystal Cost in 2 if>. 


Increasíng Costs: when you play a card that is NOT from your Faction (a card 
is NOT from your Faction if has Faction Symbol and doesn't share it with your 
Spaceship), you must increase its Crystal Cost in 2 <!>. 



is Tel-lus 


NOT Tel-lus 

















































































What can you do each turn 


Activation Phase 


Actívate all your cards. 

Each player skips the activation of his or her cards on his or her first turn of the 
game. 



Draw Phase 


Draw a card from each of your Decks. 

Restore the Crystal Marker of your Spaceship, if it doesn't have it. 
Each player skips his or her Draw Phase on the first turn of the game. 



Spaceship Phase 

Do any of the following actions in any order: 

- Play Buildings (enter the field deactivated) 

Pick a Building card from your Hand, pay its Crystal Cost and place it on 
the Field deactivated. If a Buiding doesn't have an ability that generates 
Crystal, doesn't generate 0 <l>. 

- Play Actions and/or Reactions (any ammount you want) 


Pick an Action or Reaction card from your hand, pay its Crystal Cost, do 
whatever the card says and put it into its proper Discard Pile. 


- Attach an Equipment to a Troop or an Improvement to your Spaceship (any 
ammount you want) 

To be able to play an Equipment or an Improvement you need to control a 
Troop or an Spaceship on the field, pay its Crystal Cost and attach the card 
to the Troop or Spaceship. If a Troop or Spaceship is destroyed or vanished 
all cards attached to it are also destroyed or vanished. 



Ranged Phase 

Shoot with your cards to any target with O or Life Points (any ammount you want). 

In this phase you can deactivate a card with Ranged you control to do 
damage to any target card (in the card with the Ranged Attack says how 
much damage it does) with O or Life Points. If a card receives a Ranged 
Attack as strong as or stronger than double of its Life Points, vanish that 
card. 

Also, in this phase you can use your Spaceship to shoot. Remove the 
Crystal Marker from your Spaceship to shoot using its Ranged Valué. 

A Ranged Attack is considered an Ability, so it is ruled by all rules that 
affects abilities. Also, if you make a Ranged Attack against a target with 
Armor or Shields, reduce the damage of the Ranged Attack the valué of 
the Armor or Shields. 
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Assault Phase 


Assault your opponents with your Troops. 



Your activated Troops can be used to assault the Spaceships and the cards with O 
of your opponents. When you are ready to do it, follow these steps: 



Place in front of your Field Area the 
Troops that will assault this turn. 




If you are going to assault different 
targets, say clearly which Troop 
assaults which target. 




The player who is being assaulted 
decides which activated Troops 
he or she Controls will intercept 
the assaulting Troops. More than 
one Troop can intercept the same 
assaulting Troop. 

Then, any Troop that is intercepted 
or is intercepting is considered 
Opposed. 


Each Troop Opposed and activated 
deais damage equal to its Attack 
Points to the Troop or Troops 
opposing it at the same time, with 
these exceptions: 

• Troops with Speed Assault deal damage 
first. 

•Troops with Ranged intercepting Troops 
with Anti Gravity deal damage first. 



i? Each Troop non-Opposed and 
activated deais damage equal to 
its Attack Points to the card it is 
assaulting. Reduce as many O of 
the assaulted card as the Attack 
Points of the assaulting Troop. If 
its remaining O are zero or less, 
destroy that card. 





Each Troop that has received as 
much damage as its Life Points 
are destroyed. Then, each Troop 
that assaulted and are still alive, 
become deactivated. 



Hiring Phase 

Do any of the following actions in any order: 
- Hire a Troop (enters the field activated) 


Pick a Troop card from your Hand, pay its Crystal Cost and place it on the 
Field activated. Gain as many 0 as the 0 valué of that Troop, if you didn't 
reduced or increased its Crystal Cost when Hiring it. 




If a Troop you control is destroyed and is from your Faction, you don't lose 
0 . Instead, if is NOT from your Faction, you lose as many 0 as the 0 valué of 
that Troop. 



Play Buildings (enter the field deactivated) 

Play Actions and Reactions (any ammount you want) 

Attach an Equipment to a Troop or an Improvement to your Spaceship (any 
ammount you want) 

Discard Phase 

If you have more than 7 cards, discard until having 7. Ater fhat, your turn ends. 



























































































































TeMus mission 


Under the burning sun, a minning plant ¡s attacked by a Zrug pírate gang. 
After receiving a sos cali, the Interplanetary Embassy has sent you and 
your crew to save them. You will have to end this bombing the area with 
your Spaceship, but you have to reduce the civilian casualties first. Put the 
¡nhabítants inside the Bunker while you reject the Zrug Troops. Start one of 
your turns with 10 • or more in your Colonization Area and a Bunker on the 
field to win the game. 


Bunker, Headquarters 


Starting Cards 


Special rules 


When checking Faction to reduce costs, the Faction of the TeMus player 
is consídered TeMus (even not having an Spaceship). 

At the beggining of the game, instead of drawing cards until 7 cards, 
draw 0 Army Cards and 1 Order Card. 

The TeMus player starts the game. 

Skip the Assault Phase of the TeMus player. 

The game can’t be lost by Abandonment. Game will continué until the 
Bunker is destroyed, the Rival Deck doesn’t have any card on field and 
its Deck is empty, or your mission is completed. 


TeMus’s Army Deck 


3 Glider Pilot 
J^t 3 Novice Soldier 
3 TeMus Ranger 
1 Rocket Launcher 


TeMus's Orders Deck 


1 Bunker 


2 First Settlement 


3 Headquarters 


3 Communications Tower 


ftyll 2 Urgent Repairs 


Zrug’s Rival Deck (RD) 


3 Rapid Spinner (RD) 

3 Swift Centipede (RD) 

4 Bitting Larvae (RD) 


4 Mucosal Stinger(RD) 
1 Ruthless Hunter(RD) 


How to plav the Solo Campaing Mode 

In the Solo Campaing Mode, instead of facing a friend, your opponent 
will be the Rival Deck. Whatever the Rival Deck does is stablished by the 
following Purple Chart. You will find there what happens tum after turn. 

When your turn ends, go to the Rival Deck’s chart and do whatever there 
says using the cards of the Rival Deck, following a descendant order. The 
Rival Deck proceeds as you: after your first turn goes the first turn of the 
Rival Deck, after your second, its second turn, and so, depending who starts 
the game (in this boxset you start the game). 

Once you get the turn 5 of the Rival Deck you will see that the chart says 
“Turn 5 and so”. That means that from turn 5 and until the end of game the 
Rival Deck does what the turn 5 chart says. 

Rival Deck 


Turn 1 Reveal the first card of the Rival Deck and put it into the field activated. 

Reveal the first two cards of the Rival Deck and put them into the field 
Turn 2 activated. 

Assault with all activated Troops of the Rival Deck to the TeMus Bunker. 

Reveal the first card of the Rival Deck and put it into the field deactivated. 

T - Assault with all activated Troops of the Rival Deck to the TeMus Bunker. 

Turn 3 

If the Bunker has been damaged this turn, Reveal the first card of the 
Rival Deck and put it into the field activated. 

Reveal the first two cards of the Rival Deck and put them into the field 
deactivated. 

Turn 4 Assault with all activated Troops of the Rival Deck to the TeMus Bunker. 

Shuffie the Discard Pile of the Army Deck of the TeMus player into the 
Army Deck of the TeMus player. 

Turn 5 Reveal the first card of the Rival Deck and put it into the field activated. 
an so Assault with all activated Troops of the Rival Deck to the TeMus Bunker. 

Results: If you have gathered the inhabitants inside the bunker, the planet 
will be bombed and the Zrug annihilated! If not, try it again skipping the 
Turn 4 and removing the Ruthless Hunter from the Rival Deck. Good Luck! 



















































Inside this boxset you’ll find: 

- English material of the beta game to play a Dark Frontier scenario in Solo Mode. 

- This short rulebook. 

- A cardboard token sheet with Colonization Zones, Crystal Markers, and game 
counters. 

- A deck of cards in Spanish, as a sample of the quality of the cards we’re selling. 

- A DVD with the campaign Manual in Spanish, few pages of the graphic novel, 
the Dark Frontier trailers, and numerous game illustrations. 

If you need more information or to get in touch with us you can do it through: 
Facebook: https://www.facebook.com/darkfrontierCG/ 

Twitter: https://twitter.com/DarkFrontierll 
Website: http://darkfrontieruniverse.es/ 


